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PRIMA’s OFFICIAL STRATEGY GUIDE 


INTRODUCTION 


In the eighties, rock and wrestling reigned as king of the ring. These days, rock is dead and rap carries the crown into 
the squared circle as 12 of the baddest men to ever grab a mic knuckle up in no-holds-barred contests against notorious 
street thugs from around the country. From the fly honey on your arm to the hip-hop beats in the background, Def Jam 
Vendetta takes the atmosphere of Fight Club and combines it with the thrills and spills of pro wrestling to deliver the 
ultimate Rapper's Fight Night Delight. 


It's time to fight the power, stick it to the man, and take what's yours as you work your way up through the ranks of the 
ultimate underground fighting league. The more you win, the more you earn, and the more you earn, the more hotties 
flock to your every move. Make your way to the Def Jam championship, and you won't just earn the respect of the main 
playa in charge, D-Mob, you'll steal his lady—and that's what it's all about. Forget the Benjamins, in Vendetta, it's all 
about the honeys. 


CASTC BRAWLING 


BUTTON PRESSES PLACED WITHIN PARENTHESES APPLY TO THE GAMECUBE CONTROLLER. 
YOULL FIND THESE IN THIS CHAPTER AND IN THE FIGHTERS CHAPTERS. 


a 


BASIC MOVES 


Running Attack: While running, tap @ (®) 
Get In/Out of Ring: Tap 4 (CD) while pressing toward ropes 
Dodge Opponent: Tap ©2) (J) 
Pin Opponent: Tap 2) (J) while opponent is on the mat 
Block: Tap ()) 
Lift opponent off floor: Tap (2) (J) while opponent lies beneath you 
Taunt: Tap 3 > (©) 
irection) Blaze: Tap (©) when Blazin’ meter is full 


Special Move: Tap (©) while Blazin’ and holding opponent in a grapple 
Pause: Tap (Gap) 


2 opponent is in front soft grapple (press the D-pad in different directions to alter move) 
hile opponent is in front hard grapple (press the D-pad in different directions to alter move) 
opponent is in rear soft grapple (press the D-pad in different directions to alter move) 
le opponent is in rear hard grapple (press the D-pad in different directions to alter move) 
sing toward ropes 


ng back from ropes 
ing back from ropes 
« from ropes 
ack from ropes 
+ 6) as opponent comes running back from ropes 


your teammate attempts a grapple 
1g a rear grapple to pick opponent up; if your teammate has picked opponent up, 
a high-flying double team 
r grapple to hold opponent in place so your partner can deliver some punishment 


unning toward ropes, opponent outside ring 
press and hold direction toward ropes and tap X (@) 
is full, tap (©) in any direction 
t grapple and Blazin’ mode is activated, tap (©) in any direction 
ple and Blazin’ mode is activated, tap (©) in any direction 
ard opponent while opponent is prone near ropes and you are outside the ropes, 


inning toward opponent 
rd opponent while inside the ring, running toward opponent 
| ropes (@ + direction toward ropes) while opponent is locked in soft grapple and you 


d ropes (@ + direction toward ropes) while opponent is in hard grapple and you are 
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pro wrestling, you'd 
jabroni. On the streets, 
a sucka looking for a taste 
u've entered the world of 
ghting to find that elusive 
er, and respect—and in this 
aly way you achieve 
hrough your fists. But before 
he ring, there are a few 
d to know about the rules. 


e wrestling, there are no 
edgehammers, or stop 
ly placed around ringside. 
re welcome to take the 
of the ring, don't expect to 
ons. Vendetta is hand-to- 
its best, and you 
ant to cheapen the action by 
ckers in the knee caps with 


no rules! Right? Wrong, well 
he object of the game is to 
ponent, and yeah, you can 
whatever means are 
) accomplish this goal, but 
simple rules you must 
u're to come out of this 
; the new champion. 


y to avoid pins or submis- 
ig out by the ropes. A play- 
an't be pinned or submit if 

g the ropes. If you're in jeop- 
a match, stay as close to 
ossible to avoid getting 
the one with the upper 

our victim to the middle of 

re slapping on a submission 

antee your opponent can't 


: mixed-up soap opera/human 
m as professional wrestling, 
r bouts by either forcing your 
bmit or by pinning his 
e mat for the full count. 


inal): This game, just like the 
somes down to cold hard cash. 
and you'll not only win the 
an win photo galleries of these 
ng outfits suitable for most rap 
't spend all your money on 


f e ladies. During Story mode, 


ey to upgrade your skills to 
arder to beat. 
s or the skills, it's up to you, 
more wins you accumu- 
improved skills, the more 
earn to unlock some of those 
n't go spending all the money 
beginning on those pictures, 
spend the rest of Story 
| yourself off the mat. 
tules. Now it's time to step 
and learn how to fight. 
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MAMA SAID KNOCK YOU OU 
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mplish this task is Vhen the bell s and your match starts, 
ng how to approach a match iter soft grapples and quick 
s into play. Sure, you can rikes to gain an early 
han going for the big 
face and hope for a 
t all that's going to get 
p to the infirmary. The 


ikely to be reversed by 
arly on in the match than 
d can help swing momen- 
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mentum, we mean the 
2r directly above your char- 
neter on the screen. When 
ter is completely full, 
) switch your fighter to 
bling you to perform your 


maneuvers. These are the 


es in the game and, if per- 
y, can finish off even the 
More on that later. First, 
nomentum. 


you follow up the initial head drop with a simple kick 


ur Momentum meter will continue to increase and 
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opponent reverses your er f | i i i method to boost momentum 
related to the amount of ft opponent with specialized 


1 os to blast busters from 
es better to back off for a le ) eck the Fighter section of 
n risking a grapple that ow in terms of their personality. In the specialized combos 
e reversed. And remem- am, i isn't everything, but it r 

are the easiest moves to S 


aracter, but all fighters share several common combos. Here's a quick rundown on 


pple by pressing X+@+ any direction (© +Q)+ any direction) and tap X (@) as your opponent 
strike. 
ly direction) to Irish Whip your opponent. Press @(®) to hit opponent with a hard strike as he 


) to the top rope and launch yourself down onto your opponent. To climb the rope, press your 
y. When your fighter reaches the top rope, release @ (®) to pounce. 
ward corner) to Irish Whip your opponent into the corner turnbuckle. Tap < (@) to perform 


n perform a running tope by running toward the opposite side ropes and, after bouncing back 


tion) to Irish Whip your opponent. Tap (©) to perform a running strike. 
any direction) to Irish Whip your opponent. Tap X (@) to perform a running grapple. 
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BLOW YOUR MIND 


ethod to boost 
hit your opponent 
ized combos. Every fighter 
has three unique combos 
s from pillar to post. 
iter section of the guide 
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) n | actually be rewarded 
It's your opponent ve ssion moves are broken. lf nomentum if he breaks your submis- 
re the better fighter, é bring the pain to the he 1 rope break. To ensure this 

‘s nice to make your f Method Man and his crew, take t in, tap (R2)((R)) to break the 

and beg for mercy. figh ide the ring and lock on ches the ropes. 

iere are four types of iter move onto the same body part. 

ls: t S outside the ring, so 

. breaks, and you're 

onto the move for a much 

me. 


TO SPECIFIC SUDMISSITON ATTACKS: 


Manny: Arm Steel: Head 
Peewee: Body Tai: Head 
Scarface: Body WC: Body 


Method Man: Body 


Hold It Now, Hit It 
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tum you have, the more 
becomes. As you contin- 
pponent and your Blazin’ 
time to light your 
h one of your finishing 
ress any direction on the 
k to blaze up, then grab 


any direction and watch as 
rforms some of the sickest 


tling is to keep your opponent in 
possible as you and your partner 
im while preventing him from tagging his 
yur team is, and the more tired your 
le faster you'll win the match. 


Nore: Head 


pel 1) et oe 


neter is about more than 
only are you faster in 
jut all of your moves across 
e damage to your oppo- 
. If your opponent isn't 
d off but you have the 
ze, don't be shy, blaze up 


opportunity to severely smack 


senseless. Best thing about 
and don't perform a 
mentum meter returns to 
Il when the Blazin’ timer 


1g you a prime opportunity to 


onent, once and for all. 


he longer you hold on, the 
s to beat you to a bloody 
ame lines, if your 


ipt to free yourself. Again, 
two are tangled in a sub- 
less time he can work 


jut to make a tag, run into the ropes near 
5 partner is standing. If you time it right, you'll 
$ partner off of the ring apron and onto the 
eventing the tag at the very last second. 
n matches in Story mode, it's easier to beat 
ady defeated than his stronger, often more 


momentum boosts you can receive are 
aneuvers. When you see a fighter about 
, run over and try to join in on the fun. 


een pummeling outside the ring with you 
hold on him. He might just give it up 


ure a win in the Free For All is to sim- 
e ring and watch as all of your opponents 
iseless. When the time's right, jump back 
h the job to get the victory. 


ainst only those characters you've already 
mode. It's a quick way to earn some extra cash 
w how to take out these chumps. 
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| and the Jam are 
im and the flam. It's 
only win the lady 
lo it through the 
1 know you can depend 
r left. As you 


mode, every fight- 

unlock and be a 
‘in all other modes in 

beat all fighters in 

venues are 

me modes. 


STTRIBVUTES 


Power: Amount of damage inflicted by enemies 

Speed: Movement speed 

Grappling: Likelihood of having a grapple reversed 

(the higher a character's grappling rating, the harder it is 
to reverse grapples from that character) 

Defense: Amount of damage sustained when hit, and the 
likelihood of reversing and countering moves (higher 
defense rating means it's easier to reverse and counter 
grapples/strikes) 

Stamina: Total amount of health the character has and the 
base rate at which he recovers health 

Charisma: Amount of momentum earned for successful 
moves and combos 


CHARACTER SELECTION 
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ding kills, the two most 
crease are your 
Power, well, because 
e stronger? Most 
charisma. It's 
normally upgrade 
etta having charis- 


elping boost that 


FIGHTER STRENGTHS 


Power: D-Mob, Cruz, Steel, Arii, Chukklez, House, Zaheer, 
Method Man, DMX, WC, Funk Flex, Deebo 

Speed: D-Mob, Dan G., Pockets, Redman, Ludacris, DMX, 
Capone, Joe Budden, Tai, Opal, Penny 

Grappling: D-Mob, Cruz, Zaheer, Method Man, WC, Omar 
Defense: D-Mob, DMX, Masa 

Stamina: D-Mob, Cruz, House, Headache, Method Man, 
Redman, DMX, WC 

Charisma: D-Mob, Headache, Method Man, Redman, Nore, 
Ludacris, DMX, Carla 


that plays the style you prefer. The better you 
e better prepared you'll be when you enter 
find out everything you need to know about 
it them. But until then, here's a quick run- 
; mode. 


BLOW YOUR MIND 


Arii: Power, grappling, defense, stamina 
Capone: Power, speed, stamina, charisma 
Carla: Speed, stamina, charisma 
Chukklez: Power, grappling 

Cruz: Power, stamina, grappling 

Dan G.: Speed, stamina, charisma 

Deebo: Power, grappling, stamina 

Deja: Speed, charisma 


D-Mob: Power, grappling, defense, stamina, charisma 
DMX: Power, Speed, defense, stamina, charisma 


Drake: Speed 


Funk Flex: Power, grappling, defense, stamina, charisma 
Ghostface Killah: Power, speed, defense, stamina, charisma 


Headache: Power, stamina, charisma 
House: Power, grappling, stamina 
Iceberg: Power, stamina 

Joe Budden: Power, speed 


Keith Murray: Speed, grappling, stamina, charisma 


Ludacris: Speed, defense, stamina, charisma 
Manny: Power, speed, grappling, stamina 
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Quick and agile, Proof may have high 
charisma, but his defense is suspect. Proof 
fights with a variety of crowd-pleasing, high- 
flying moves. He uses his speed to whittle 
away at his opponent's health, while his 
flashy moves help build momentum quickly, 
giving him the opportunity to pull off a 
special move and earn the KO. 


Masa: Grappling, defense 

Method Man: Power, grappling, stamina, charisma 
Moses: Power, defense, charisma 

Nore: Power, stamina, charisma 

Nyne: Power, grappling, stamina 

Omar: Power, grappling 

Opal: Speed, charisma 


Peewee: Power 
Penny: Speed, defense, charisma 
Pockets: Speed, defense, charisma 


Razor: Power, speed, stamina 


Redman: Speed, stamina, charisma 
Ruffneck: Grappling, stamina 


Scarface: Power, grappling, charisma 

Sketch: Power, speed, stamina 

Snowman: Power, grappling, defense, stamina 
Steel: Power, grappling, stamina 


Tai: Speed 


WC: Power, grappling, stamina, charisma 
Zaheer: Power, grappling, stamina 


Nicely balanced across the boards, Briggs is your basic street fighter. He uses a mixture 
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Focused more on defense, Spider 
fights using a mixture of judo and Muay Thai, 
working in a variety of nice throws, palm 
strikes, elbows, and knees. Spider has a 
strong chin and uses his defense to counter 
and reverse his opponents’ moves. 


of martial arts and brawling, and excels at power slams and submissions. 
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A high-power, high-stamina, heavy- 
damage fighter, Tank excels at heavy attacks 
and power moves. Tank also inflicts tons of 
damage when diving off of the turnbuckle. 


ode, your girl groupies will actually fight for the right to stand 


ection to learn all the specifics of how to unlock the different 
ue spending your money on your fighter, not on your flock 
lop your hero's attributes, not only are more moves added to 
1ew specialized combos. Sorry rappers, this only works for 
e—even if you did win some sort of Ghetto Heisman. 
reach the top of the Def Jam fighting circuit, so what are 
g for you, the fellas are chanting your name, and D-Mob is 
jis fighters can stick their size 12s in the unholiest of 
elf might even want a shot at you before all is said and done. 


THE STORY 


It's been three years since D-Mob chased you out of the New York fight circuit and you swore you'd never go back. Now your pal 
Manny is in trouble and he needs you to bail him out. The plan is simple: get in, win a few fights, pay off his debt, get out. No problem. 
Well, it turns out that things aren't as easy as they appear. Once in the scene, your past comes back to haunt you. Soon you're over your 
head and your only chance to get your life back together is to settle a score that has gone too long unpaid. 


D-MOC EXCLUSIVE TRACKS 


z Here's the big man himself. The man you will k out the Def Jam Artists section to see who 
: * avoid if you know what's good for you, under- acks th uring the game. Look here 
SJ a . . 
o stand? D-Mob runs all the fight club action in ks that will put some game 


= New York City. He also has his hands in just 
about everything else you can think of that 
involves money. Illicit enterprise is his thing, 


vy ~~ and he does it better than anyone. 
\ 


SNGEL 


Hey look, it's your ex-girlfriend Angel. D-Mob 
i started bringing her into his clubs, giving her 
plenty of opportunity to perform, and that's 
where she met you. There she is, watching 
your fights, always at your side...but then D- 
Mob was seducing her with those promises 
of fame and fortune, dangling a record con- 
tract for her, and you didn’t like that one bit. 
Hey, a little tip for the future: girls don't like 
jealous, overbearing boyfriends. Now you're 
out here, and she’s in there...with D-Mob. 


Mathew Elam 


Dallas, Texas 


American 
i 26 
Wt 6'2" 
el 225 Ibs 
a _ Former U.S. Marine 
Bias 
COMBOS (Briggs 1) COMBOS (Briggs 2) 


DISCHARGE: Smack opponent DISCHARGE: Smack 
by pressing 9+ (+@). Grab ant with a hard strike by pressing >+™ (+). 
grapple and press X+€ or X+ pone ard grapple and press X+€ or 
)+& or ®+=). When opponent falls @+¢ or . When opponent falls to the 


‘near his head and tap X (@) to stand near his head and tap X(@) to perform 
mission. sul 


ponent in soft grapple and tap & ponent in soft grapple and tap 
nt is on the ground, stand near his feet While opponent is on the ground, stand near his 


orm a leg submission. an ‘0 perform a leg submission. 


©: Run toward opponent and tap ©: When opponent is in corner 
@+@®). When opponent falls, tap @ ick| im with a soft corner grapple by 
ground strike. opponent falls, tap #(@), ™(@). 


Combos (Briggs 3) 


SRGE: Smack opponent with a hard strike by pressing >+™(+@). Grab 
ress X+4 or X+3(@+< or @+). When opponent falls to the ground, stand near 
a ground submission. 


ent is in corner turnbuckle, grab him with a soft corner grapple by tapping 


), (©). 


jonent with two close soft strikes by tapping ™(@®), #(@), then grab opponent 
ir X+9(@+ or @+5). 


STTRICGVUTES 


POWER: . DEFENSE: 
SPEED: <= STAMINA: 
GRAPPLING: ‘ CHARISMA: 


FIGHTER ATTRIBUTES SHOWN ARE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


SPECIAL MOVES 


ITROPRACTOR 
grab your opponent in a rear grapple and tap @5) >(©>). 


SEREAKER 
ated, grab your opponent in a front grapple and tap &=9 +(©>). 


‘od 
- ’ | NAS | 
Erick Jackson 
‘ Los Angeles, California 
, American 
1 eS 23 
a 
a 175 lbs 
’ Superbike Racer 
COMBOS (Proof 1) COMBOS (Proof 2) 


‘\: Run toward opponent and tap >+ @ 
nt in a soft grapple and tap @+€ or 

>). When opponent falls to the mat, 
dtap X(@) to perform a head 


-H: Grab opponent in a hard grapple 
-@). While opponent is on the ground, 


s head and tap X(@) to perform a 


opponent in a soft grapple and tap X. 


)ppo the ground, tap &(@®) to perform a 


N: Run toward opponent and tap >+@ 
t in a soft grapple and tap &+¢€ or 
>). When opponent falls to the mat, 
tap X(®@) to perform a head 


b opponent in a soft grapple and 
it is on the ground, tap ™(®) to 


ER: Press >+™(}+©) to hit oppo- 
e. Run toward opponent and press 

him with a running strike. Climb to 
ice On opponent for the final hit. 


Combos (Proof 3) 


3 
STTRICGVUTES 
rc 
| POWER: : DEFENSE: 
| SPEED: STAMINA: 


| GRAPPLING: CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


SPECIAL MOVES 


SPIDER 
, > 
ae 


29 


Rafael Oliveras 
Spanish Harlem, New York 


Puerto Rican 


223 Ibs 


None 


COMBOS (Spider 1) 


When opponent is in the corner 
in a soft corner grapple by tapping 
nt falls to the mat, tap #(®), m(©). 


\=R: Grab opponent in a hard grapple and 
While opponent is on the ground, tap 
onent's feet to grab opponent ina 


OM: Smack opponent with a hard 
(®). Grab opponent in a hard Irish 
as your opponent runs back toward 


). 


COMBOS (Spider 2) 
hen opponent is in the corner 

m in a soft corner grapple by tapping 

nt falls to the mat, tap &(®), m(®). 


Om: Smack opponent with a hard 
®). Grab opponent in a hard Irish 
your opponent runs back toward 


T=XON: Tap X+™(@+©) to 

ke. Grab opponent is a soft Irish 
d tap >+X(+@). When opponent falls 
near his head and tap X(@) to perform 


Combos (Spider 3) 


n the corner turnbuckle, grab him in a soft corner grapple by tapping X(@). 
) a(®), a(©). 


&(@+©) to perform a combo strike. Grab opponent is a soft Irish Whip 
opponent falls to the mat, stand near his head and tap X(<) to perform a head 


: (}+@®) to perform a close soft strike. Press >+™@(+©®) to perform a hard 
apple and press #(©). 


r 
4STTRICGVUTES 
POWER: ; DEFENSE: 
SPEED: J STAMINA: 
GRAPPLING: CHARISMA: 


‘FIGHTER ATTRIBUTES SHOWN ARE THEIR BASE ATTRIBUTES SND CAN BE FURTHER DEVELOPED. 


SPECIAL MOVES 


ANDSPRING 
d, grab your opponent in a rear grapple and tap @=9 (©). 


5 - 
aA PON. 
Ps Takeshi Arakawa 


Adachi-ku, Japan 


~ Japanese 
TY 24 
5'10" 
a? 242 lbs 
| Aspiring Rapper 
COMBOS (Tank 1) COMBOS (Tank 2) 


MGo: While getting up off the mat, Z= COMGO: While getting up off the mat, 
olding (®2)((®)) and tapping (©). pp holding (R2)((2)) and tapping (©). 
ard Irish Whip grapple and press ppon ard Irish Whip grapple and press 


Re: Grab opponent in a hard grapple URE: Grab opponent in a hard grapple 
)). When opponent falls to the mat, ess 4)). When opponent falls to the mat, 


ind tap X(@) to perform a leg y his id tap @(@) to perform a leg 


COMGO: Grab opponent in a soft vs AKEDOWN: Press 9+ (>+@) to hit 
When opponent falls, tap &(@) to ient with strike. Grab opponent in a soft 
- i (<+@). When opponent falls down 
\(®) to perform a ground strike. 


Combos (Tank 3) 


ple and press @(@). 


$ >+(>+@®) to hit opponent with a hard strike. Grab opponent in a soft 


s 
STTRICGVUTES 
POWER: DEFENSE: 
SPEED: STAMINA: 
GRAPPLING: CHARISMA: 


FIGHTER ATTRIBUTES SHOWN ARE THEIR BASE ATTRIBUTES SND CAN BE FURTHER DEVELOPED. 


SPECIAL MOVES 


DESY ae aa See a tg — saientena -—-enenimerieeniee aint | Dons 


. + 7 7 
; WZ Shad ¥ | m (s 


WS a I a 
a 


Loe A 


See OP PONENTS: 


Wi 
- +4 > 


Luis De la Cruz 


Los Angeles, California 


Si American 


~~) 
= 31 

‘ - 6'7"' 

ry. 

_ 315 Ibs 

F Streetfighter 
BS RGB 
HW TO GEAT HO™ COMBOS 


H nent with a combo strike by tapping X+™ 
Cruz has overpowering strength, and he'll use it opponent with a hard strike, then grab 
once he grapples you. If he gets you dizzy, it's all I 


over. You need to keep moving and maintain dis- 
tance from him when you aren't attacking. N is on the ground, perform a running 
Defense is very important when you're facing ke by ), then tap X(®)to grab opponent in a 
big Cruz. Try using running strikes and quick 
attacks to soften him up. Be patient and don't go 
for any big grapple moves until you've brought 
his health down substantially. If you can get him 
on the canvas when his health is low, a diving 
attack from the turnbuckle can really take the 
fight out of him. 


rab opponent in soft grapple and tap 


©: Smack opponent with a close soft 
@®). Grab opponent in a soft grapple and 
®). Follow up the move with a hard 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 


1. Cruzn for a Bruzn: From a strong front grapple, tap 4+ ™(¥+@) 


2. 6 Feet Under: From a strong front grapple, tap #+ ™(*+®) 


3. Cradle to tha Grave: From a weak front grapple, tap #+ @(w+@®) 


SPECIAL MOVES 


RESR SPECIAL: STESLM ROLLER 
When your Blazin’ meter is activated, grab your opponent in a rear grapple and tap @=3 > (©). 


FRONT SPECIAL: CRUZ CONTROL 
When your Blazin’ meter is activated, grab your opponent in a front grapple and tap @=9 > (©). 


<SAMES.COM 


HOW TO GEST HIM 


Dan G. is a tricky opponent. His moves are 
unpredictable, and he moves with lightning speed. Dan 
G. also packs a lot of power in his punch. The crowd 
loves him, so he quickly builds his Momentum meter. 
Defend yourself and make sure he doesn't string together 
combos, otherwise he'll soon be Blazin’ and you'll be 
hitting the floor. The best approach with Dan G. is to 
maintain distance and concentrate on defense until 
you're ready to make your move. Probe him with quick 
strikes. When one connects, be ready to follow it up with 
a flurry and go in for the grapple. From there, keep up the 
attack until he recovers, then go back to hit and run. 


6'3" 
220 Ibs 


Daniel G. Anderson 
Newark, New Jersey 


American 


Streetfighter 


COMBOS 


ATDOWN: Hit opponent with a light 


>+(>+©). Press 9+ @(3+©) to hit 
e, then grab opponent in a hard 
+©). 
rom a distance, tap &(©) to hit 
ke. Press @(©) to hit opponent with a 
pponent in a hard grapple and press 


ward opponent and tap >+ @(>+©). 
ar hard grapple and press X(@). When 
ound, hit him with a ground strike by 


ASTTRICGVUTES 


POWER: : DEFENSE: 
SPEED: 7 STAMINA: 
GRAPPLING: S CHARISMA: 


FIGHTER ATTRIBUTES SHOWN ARE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 


ponent, tap >+™ (3+@) 


ward the ropes, tap X(©) 


HOW TO GEST HIM 


Drake is fairly weak and his defense is 
atrocious, but his unpredictable moves can make 
him a frustrating opponent. The best approach is 
to keep up a steady attack and always be on the 
lookout for low blows—Drake loves to fight dirty. 
Use grapples to wear Drake down, tying him up 
to negate his speed. Though he works his arms 
to score points with the ladies, Drake doesn't do 
much in the way of bodywork, so using body 
submission moves can bring his night to a close. 


6'2" 
205 Ibs 


None 


COMBOS 


Drake Evans 
Grosse Point, Michigan 


American 


ALL=XIN": Hit opponent with a running 
X+H(@+©®). Hit opponent with a ground 


] then hit again with another combo strike by 


)pponent in hard grapple and tac 
nt is on the ground, perform a ground 
2n tap X(@) to grab opponent in a ground 


onent with a hard strike by tapping 
ent into the ropes and press X(@). When 
o the ground, stand near his feet and tap 
id submission. 


“ 


ASTTRICGVUTES 


POWER: 5 DEFEeNse: 
SPEED: : STAMINA: 
GRAPPLING: : CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 


tap ¥+8(++©) 
you, grab him in a strong grapple and press ++ X(9+@) 


‘grab your opponent in a rear grapple and tap 3 (©). 


o ir, 


VENETO 


HEADACHE 
3 
/ t zy 
) DeMarcus P. Johnson 
/ Detroit, Michigan 
/ 
— American 
. 
y / 
/ 21 
+ 5141" 
J 220 Ibs 
Streetfighter 
HOW TO GEAT HIM COMBOS 
; g up, hold (&2)((2)) and press #(®) to hit 
By the time you meet Headache, you should ; ; ke. Reverse your opponents move into a 
have a handle on the combo system that helps le an ; 4+ 8(#+@). When opponent falls down to 
win over the crowds and get you closer to ap m(( erform a ground strike. 


Blazin’. Using your combos is the best straight 
up strategy to beat Headache. He'll come after 
you right away, keep your distance and let him 
get.a bit bored. Sneak in some taunts to build up 
your momentum, and then utilize the specialized 
combos your character has and the common 
combos that everyone can use. 


>k opponent with a hard strike by pressing 
the corner and grab him in a soft corner 


1a distance, tap X(@) to hit opponent 
+™(@+©) to hit opponent with a combo 
nt in a soft grapple and tap #+™(7+©). 


- 


4STTRICGVUTES : \ 


POWER: DEFENSE: <= 
SPEED: STAMINA: 


GRAPPLING: “ CHARISMA: - | 


FIGHTER ATTRIBUTES SHOWN ARE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 


d, grab your opponent in a rear grapple and tap @*9 (©). 


c ir, 


VENDET YS 


LESseEKkG 


Il § : 


Mack Parker 
Miami, Florida 


y/ 


American 
34 
6'5" 
210 Ibs 
Retired Pimp 
HOW TO BEAT HIM COMBOS 
; rab opponent in a hard Irish Whip grapple 

Iceberg is a tough opponent. He has strong grap- ns back towards you. When opponent falls 
pling skills and enough power to send you reeling. stant ead and tap X(®) to perform a head 


He's popular with the crowds, and is able to quick- 
ly build momentum to unleash his special move. = Lp: Run toward opponent and press 

The trick is to make sure that he can't string >). Grab ent in a hard grapple and press >+X(>+®). 
together any big combinations. If you see his 
momentum getting high, take him outside the ring 
and use submission moves to bring it back down. 


opponent with a reverse rope strike by pressing 
vard opponent in a hard grapple and press 
en of ills to the mat, press @(®) to perform a 


STTRIGVUTES 


POWER: DEFENSE: 
SPEED: STAMINA: 
GRAPPLING: CHARISMA: 


FIGHTER ATTRIBUTES SHOWN ARE THEZR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 
From a stro! apple, tap >+X(>+®) 
Jhile opponent is i er turnbuckle, press X(@) 


ecial: From a stro g rear grapple, press X(@) 


SPECIAL MOVES 


Masakazu Ninagawa 
Kobe, Japan 


Japanese 


MASS IS PARTICULARLY EFFECTIVE AT USING 
SUBMISSION MOVES ON HIS OPPONENT'S HEAD AND 
LEGS. BE CAREFUL TO PROTECT THESE AREAS WHEN 
FIGHTING HIM. 


HOW TO GEST HI! COMBOS 


toward opponent and tap &(®). When 


Masa is the master of submission holds. Once he gets 
his hands on you, he'll go to work on your body parts, 
Wearing you down for the submission. Rule number one 
is to keep the fight in the ring. That way you always 
have the chance for a rope break. Try to stay close to Grab opponent in a soft grapple and tap 
the ropes as you fight for this same reason. Masa is not A 

‘ ‘ : nt falls to the mat, tap <(@) while 
very popular, so if you can prevent him from landing ae me 
scoring combos, he'll have a hard time filling his sieht ) perform a head submission. 
Momentum meter. Masa's defensive skills are excellent. ; r 
He can reverse and counter moves effectively, so you mack opponent from in close with a soft 
need to exercise caution when attacking. Vary the tapping . Press @(©) to hit opponent with a 
tempo and type of attack to break through his defenses. . Grad jonent in a hard grapple and press 4+@(2+@). 
Fight opportunistically without taking any big risks, and 
you should be able to wear Masa down gradually and 
win by KO or pin. 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES SND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 
1. Egg Beater: From a strong front grapple while Blazin’, press X+ ™(@+©) 


2. Kobe Leg Sweep: Tap X+ ™(@+@®) 
3. Snapping Snake: Press >+(+®) 


SPECIAL MOVES 
REAR SPECIAL: DYNAMITE ROLL 
When your Blazin’ meter is activated, grab your opponent in a rear grapple and tap @=3 (©). 


FRONT SPECIAL: ORIGAMI 
When your Blazin’ meter is activated, grab your opponent in a front grapple and tap @=9 >(© >). 


IMAGAMES.COM 


HOW TO GEST HIM 


Moses is one of the older opponents in the ring 
and has lost his speed with time. Quick, furious 
attacks are the key to beating Moses. His stami- 
na isn't what it used to be, so he can be weak- 
ened effectively with these types of attacks. Run 
away when he gets close, because Moses can 
take you out easily with submissions. 


Unknown 
6'2" 


Unknown 


Unknown 


Unknown 


230 Ibs 


Unknown 


COMBOS 


Smack opponent with a hard strike by 
follow it up with another hard strike by 
b opponent in a hard grapple and press 


ack opponent with a soft strike from in 
®). Grab opponent in a hard rear grapple 
jpponent falls to the mat, stand near his 
perform a head submission. 


ATTRICGVUTES 


POWER: DEFENSE: 
SPEED: : STAMINA: 
GRAPPLING: CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 
pt ot: Whe 0 nC tis in the corner turnbuckle, tap ™ X(@) 
om a stron apple, tap #+™(+@) 
: From a g front rapple, tap 4+X(¢+@) 
SPECIAL MOVES 


rab your opponent in a rear grapple and tap @3 (©). 


om Or 


VENER IN © 


A Andre Wallace 
Compton, California 
American 
— 22 
6'0"' 
180 lbs 
Streetfighter 
HW TO BEST HIM COMBOS 
in jonent with a hard strike by pressing ™(@). 
Nyne is one of the toughest opponents at The ponent i ft grapple and tap ™=(@). Run toward 
Dragon House. All of his attributes are balanced nd tap hit him with a running strike. 
and quite strong. He has great aftakigg abilities CAL: Smack opponent with two combo 
and can weaken an opponent quickly with sub- ress =(®+©), X+m(@+@). Grab opponent in a 
mission moves. In fact, his submission attacks for nle and press X(@). 


all body areas are high. The best strategy against 
Nyne is to utilize your long-distance attacks, 
such as running strikes, running grapples, and 
tope rope strikes. 


<<N: Run toward opponent and tap X+™(@+©). 
grapple and press #+X(#+@). When 
ap X(@) while standing near opponent's 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES SAND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 
1. Hittin’ Switches: From a weak front grapple, tap #+™(#+®) 
2. Cali Powerplex: From a strong front grapple, tap >+ @(+©) 


3. Showin' Colors: Tap X+™(@+@®) 


SPECIAL MOVES 
REAR SPECIAL: THE KNAPSACK 
When your Blazin’ meter is activated, grab your opponent in a rear grapple and tap &=3 >(@). 


FRONT SPECIAL: CALI BACKFLIP 
When your Blazin’ meter is activated, grab your opponent in a front grapple and tap 9 >(© >). 


ASAMES.COM 


ao Tir, 


VENETO 


rEewee 


Aaron Walker 
Brooklyn, New York 


American 
21 
6'2" 
360 Ibs 
Baggage Handler 
=— BEAT PEEWEE AND ZAHEER IN THE TAG TEAM 
y TOURNAMENT IN STORY MODE TO UNLOCK PEEWEE'S 
! SECOND COSTUME. 
HOW TO GEST HIM COMBOS 


There's not a lot of mystery when you're fighting 
Peewee. He's big, powerful and slow as 
molasses. His defense is weak, and overall his 
skills are very poor. Maintain your attack to keep 
Peewee under constant pressure. He is easily 
overwhelmed for the victory. 


onent with a hard strike by pressing 

ponent into the corner turnbuckle with 
with a soft corner grapple by tapping 

s to the ground, tap @(®) to performa 


b to the top rope and launch yourself 


@(@) to perform a ground strike on your 
X(@) while standing near his feet to 


AMER: Grab opponent in a hard grapple 
Vhen opponent is on the ground, tap X(@®) 
s head to grab opponent in a head submission. 


STTRICGVUTES 


POWER: DEFENSE: 
SPEED: <= STAMINA: 
GRAPPLING: : CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 


corner turnbuckle. 


SPECIAL MOVES 


, grab your opponent in a rear grapple and tap 25 (©). 


<< 
a - 
lo Gata 


NY 


REZAOR RS 


Ray Armstrong 


. ; Bronx, New York 
_A\ = ) ‘] American 
34 
Y 6'5" 


245 Ibs 
Boxer (currently banned) 


=— BEAT SKETCH AND CHUKKLEZ IN THE TAG TEAM 
‘ee j TOURNAMENT IN STORY MODE TO UNLOCK RAZOR'S 
(is SECOND COSTUME. 


HOW TO GEST HIM COMBOS 

, : ee INT: Smack opponent with a close soft 
Rare is a boxer, Soy best Strategy is to a hin pping p >+m(2+©) to hit opponent with a 
up with grapples. His poor grappling ability is his ft strike jit opponent with a combo strike by t 
downfall in underground fighting. He'll try to take A) 
you out early with big Pian: and eth ede but k or t with a hard strike by pressing >+@(2+@). 
keep up your defense and wait for an opening to ent with a ard strike by pressing @(®) again, 
tie him up with a grapple. Once you weaken him opponent it grapple and tap <(@). 
with several grapples, target his skinny legs on ‘ m a distance, tap ™(®) to hit opponent 


the ground and put the pressure on him to tap out. nike. tiepponent andtap =(@). Grab 
ole and press #(©). 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 

1. Tear it Off: Press #+>(®+=>) 

2. Hittin’ Skins: From a weak front grapple, tap X(@) 

3. Cold Ass Cap: From a weak front grapple, tap X+9(@+=>) 


SPECIAL MOVES 


RESR SPECIAL: KIDNEY STONES 
When your Blazin’ meter is activated, grab your opponent in a rear grapple and tap &=3 (©). 


FRONT SPECIAL: SPEEDBAGSG 
When your Blazin’ meter is activated, grab your opponent in a front grapple and tap @=9 >(© >). 


<SAMES.COM 


Red Easton 
Clay, MO 

American 
34 


6'2" 
225 Ibs 
F | Brawler 


7 
q =. BEAT RUFFNECK AND ARIT IN THE TAG TEAM 
fe TOURNAMENT IN STORY MODE TO UNLOCK RUFFNECH'S 
— SECOND COSTUME. 
7 =a . 


HOW TO BEAT HIM COMBOS 

: 4CT=XON: Smack opponent with a hard 
Ruffneck can be a tough opponent, because he's y pressing ™(@®). Grab opponent in a soft grapple and tap 
dirty and he's crafty, and he'll do just about any- Nhen of s to the mat, stand near opponent's head 
thing to win. He's well balanced and defends @) to perform a head submission. 
better than most of the fighters you'll face in the >: Run toward opponent and tap X+™(@+@) 
early going. Ruffneck is skilled at submissions, mar mbo strike. When opponent falls to the 
and he'll often take that approach when fighting. p to perform a ground strike. 


For this reason, it's important.to keep the fight 
inside the ring. 


LZ: Smack opponent with a hard strike by 
ck opponent into the corner turnbuckle with 
th a soft corner grapple by tapping <(@). 
e mat, tap #(®) to perform a ground strike. 


- 


ASTTRICGVUTES 


POWER: <= DEFENSE: 
SPEED: <= STAMINA: 
GRAPPLING: CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES SND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 
: From a stre t grapple, tap >+m(>+@) 
Nher ( tap X(@) while near opponent's legs 
ole, tap X(®) 


a 


HOW TO GEST HIM 


Sketch wins the crowd over easily with his crazy 
antics and high-flying moves. Because this 
allows him to build up momentum, it's his main 
strategy. Counter this tactic with submission 
moves-he can't take the heat when his limbs are 
at the breaking point. Pick a body area, and work 
on it repeatedly. Sketch's body is weak every- 
where, so it doesn't matter which body part-so 
long as it is the same body part. 


Unknown 


Unknown 


Unknown 


Unknown 
Loa nd 
190 Ibs 


Streetfighter 


BEAT SKETCH AND CHUKKLEZ IN THE TAG TEAM 
TOURNAMENT IN STORY MODE TO UNLOCK SKETCH'S 


SECOND COSTUME. 


COMBOS 


N: Smack opponent with a hard strike by 
ock your opponent into the corner 

n follow it up with a hard corner grapple 
| Opponent falls to the mat, press H(©®) to 


opponent in hard rear grapple and press 
on the ground, tap X(@) when near oppo- 
1ent in a head submission. 


s: Run toward opponent and press #(©). 
he mat, tap &(@®) to perform a ground 
(}+®) to perform a hard strike. 


ASTTRICGVUTES 


POWER: : DEFENSE: 
SPEED: : STAMINA: 
GRAPPLING: a CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES SND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 


om Or 


VENDENINO 


STcoee 


Tyrone Dreyson 


——_ 


Pittsburgh, Pennsylvania 


American 
—— 
N 
~ 28 
. 6'10" 
250 Ibs 
Personal Bodyguard 
HOW TO GEAT HIM COMBOS 
-MASSH=N": Hit opponent with a combo 

Steel is big and mean. His strikes carry a lot Fry A+@®), Press m(@) to hit opponent with a 
of power and once he gets his hands on your ke, ther ponent in a hard grapple and press 
for the grapple, it can quickly be lights out. } 
Take the fight to Steel early. ae loves to beat N opponent in a hard rear grapple and tap 
his opponents down, but he isn't so good at Vhile oppo n the ground, perform a ground strike 
taking punishment in return. If you're looking a] p ™(©) again to perform a second 


for an Achilles’ heel on Steel, it's his head. ttack. 
Bring him outside the ring and use head sub- 


ates rab opponent in a hard grapple and press 
VRE ES ). While nent is down, tap X(@) to perform a 


> 
i > 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES SND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 


1. Pothole Piledriver: While your opponent is in the comer, press X(@) to perform a strong corner grapple 


2. Layin’ Bricks: From a weak front grapple, tap & 


3. Show Stoppa: From a weak front grapple, tap #+™(? +@) 


SPECIAL MOVES 


RESR SPECIAL: STEEL TRAP 
When your Blazin’ meter is activated, grab your opponent in a rear grapple and tap &=3 (©). 


FRONT SPECIAL: STEEL GRIP 
When your Blazin’ meter is activated, grab your opponent in a front grapple and tap @9 >(© >). 


-MAGALMES.COM 


o qeir, 


VENER N 


STORY MODE TAG 
Pe +e AM OPPONENTS 


HOW TO GEST HIM 


Arii is a hard man and. an even harder opponent 
to face. In Story mode you take him on in the Tag 
Team tournament, along with his partner 
Ruffneck. Of the two, Ruffneck is easier to beat, 
so if you can get them to tag off, keep Ruffneck in 
the ring. Otherwise Arii's main liability is his 
lack of popularity with the crowd. If you keep an 
eye on his momentum and prevent him from 
putting together any big combos, you should be 
able to keep him from earning a special. It 
doesn't guarantee you'll win the match, but it 
does make things easier. 


38 


Arii Samsonov 


i) 


6'5" 


Petersburg, Russia 


Russian 


245 Ibs 


COMBOS 


"Waste Management" 


KLE: Smack opponent with a close soft 
). Tap ++ (+@) to hit opponent with a 
rab opponent in a hard grapple and press 


S=Z: Grab opponent in soft grapple and tap 
t is on the ground, perform a ground 


n tap X(@) when near opponent's head 
ground submission. 


: Grab opponent in a soft grapple and tap 
is on the ground, tap X(@) when you're near 
a ground submission. 


STTRICGVUTES 


POWER: - DEFENSE: 
SPEED: : STAMINA: 
GRAPPLING: CHARISMA: 


FIGHTER ATTRIBUTES SHOWN ARE THEIR BASE ATTRIBUTES SND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 


: From j y fr rapple, tap 4+m(O+@) 


N ROULETTE 
d, grab your opponent in a front grapple and tap @= (©). 


o ir, 


2 


ee © 


CHURRKES<z — 
r 
y ied 
° 
"1 | Ray Williams | 
Dalzell, South Carolina 
» American 
| 32 
/ 6'3" 
Se 275 Ibs 
iy Former Pro Wrestler 
BE ias 
HOW TO BEAT HI™ COMBOS 


: orm a running tope and tap X(@). Grab 
Chukklez is highly unpredictable, and this is what a hard rear grapple and press X(@). 


makes him so dangerous. He's very powerful and 
does a lot of damage with his attacks. His 
defense is poor and he lacks stamina, so an 
intense and sustained attack should quickly 
diminish his health. Watch out for low blows and 
cheap shots—Chukklez is dirty. When fighting 
against the tag team of Chukklez and Sketch, you 
may find Sketch is the easier opponent, so try to 
get Chukklez to tag out and then prevent Sketch 
from tagging him back in. 


==ON: Smack opponent with a hard strike 
=(@+@) to perform a combo strike. 


ab opponent in a soft grapple and tap 
soft rear grapple and press X(@). Run 


“ 


STTRICGVUTES 


POWER: E DEFENSE: 
SPEED: 5 STAMINA: , 
GRAPPLING: CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


ple, press X(@) 


grab your opponent in a front grapple and tap @<3 >(©>). 


o qr, 


VENER NO 


ZBHEER 


. oe 

= | | SAS 
¥ Desmond Hughes | 
o Fort Worth, Texas 
American 
31 
6'6" 
| 284 Ibs 
| Counselor 


HOW TO GEST HIM COMBOS 


a é : k opponent with a combo strike 
Zaheer is a big powerful man, so keep away from his eievarl opponent and tap 


punches. He likes to use haymakers and big kicks to mY ‘ ent falls to the mat, tap m(®) to 
punish his opponents. He also has good technical skills, i ; 
and can work over most opponents in a grapple situation. 
The best strategy is to expose his slow speed and poor 5 

“NS b opponent in a soft grapple and tap 
defense. When picking a body area to work on, make sure Do +), When opponent falls to the 
to target his head. Zaheer has a bit of a glass jaw and can 5 (@®) to ma ground strike. 
be taken down early with head submissions. 


LUTE: Perform a hard strike by 


Grab opponent in a hard grapple and 
TT ) io the top rope and pounce on 
N nent gets up, grab him in a hard grapple 


—_ 
-- 


— 


r a 
STTRICGVUTES 

POWER: s DEFENSE: 

SPEED: STAMINA: 

GRAPPLING: ; CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES SND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 


SPECIAL MOVES 


cC Tir, 


VENDET IN 


SUPPORTING 
aon CHORACTERS| 
> a 
e aS) =. SS 


4 | Devon Ranford 


Baltimore, Maryland 


American 
28 
6'5" 
305 Ibs 


Bouncer 


COMBOS 
with a close soft strike by tapping #(@). Tap >+™(+©) to hit opponent with 
ard grapple and press ¥+m(%+®) 


) Oppo e and tap #+X(¢+1). While opponent is on the ground, perform a ground strike 
ponent's head to grab opponent in a ground submission. 


tap ++ (5+€+@©). Grab opponent in a hard grapple and press #+@(+©). 
and tap @(©) to perform a running ground strike. 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 
1. Broke to Pieces: From a strong front grapple, press <(@) 


2. Raise the Roof: From a strong front grapple, tap #+™(#+©) 


3. Hotlanta Haymaker: Press #(®) 


SPECIAL MOVES 


RESR SPECIAL: HELICOPTER 
When your Blazin’ meter is activated, grab your opponent in a rear grapple and tap <9 4(@>). 


FRONT SPECIAL: COVER CHARGE 
When your Blazin’ meter is activated, grab your opponent in a front grapple and tap @=9 >(©>). 


IMAGAMES.COM 


Anslem Jackson 
Bronx, New York 


American 
28 
6'5" 
344 lbs 
Bodyguard 
HW TO GEST HIM COMBOS 
( ck opponent with a hard strike by 
House is big and strong. He packs a hard punch ng >+(+©) to hit opponent with a 
and can take a lot of strikes and grapples without ard en grab opponent in a soft grapple 
getting weakened significantly. The key is to + »(@+€ or @+>) 
expose his slow speed. His big size makes him =N : Get in close and smack opponent 
susceptible to running strikes, running grapples, ft s b apping ™(@). Grab opponent into a 
and top rope strikes. His mediocre defense makes hw le and press X(@) as opponent 
his body susceptible. A lot of body submissions ward hen opponent falls to the mat, stand 
and body shots are a good strategy to take down Ipo ad and tap X(@) to perform a head 


this monster of a man. 


ck opponent with a combo strike 
Grab opponent in a hard rear 
@). When opponent falls to the 
nent's head and tap X(@) to 
ion. 


ie 


ASTTRICVUTES 


POWER: DEFENSE: 
| sPeep: STAMINA: 
GRAPPLING: CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES SND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 


corner turnbuckle, press X(@) 


: From a we le, tap m(®) 


SPECIAL MOVES 


grab your opponent in a rear grapple and tap @3 >(©>). 


PERE ae eS ee a 
1 7 er os 


Th 


HOW TO GEST HIM 


Manny is a dirty fighter and will do whatever it 
takes to take you down. Watch out for his notori- 
ous crotch shots and eye gouges. His biggest 
weakness is this fighting style and, therefore, 
he's not popular with the crowd. He has a hard 
time building momentum, so it should be easier 
to Blaze before he does. Manny also has weak 
arms. Go to work here for the submission and he 
should be tapping out in no time. 


26 


Manny Gray 


Boston, Massachusetts 


6'1 " 


American 


190 Ibs 


Runs numbers for D-Mob 


COMBOS 


-OMGO: Run toward opponent and tap 
ent in a hard rear grapple and press @(©). 


rab opponent in a soft grapple and tap X+> 

on the ground, perform a ground strike by 

@) when near opponent's head to grab 
submission. 


: Grab opponent in a soft grapple and tap 
nent is on the ground, perform a ground 
), then tap X(@) when near opponent's head 
jround submission. 


ASTTRICGVUTES 
POWER: = DEFENSE: 
SPEED: > STAMINA: 
GRAPPLING: « CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES SND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 
From a stro grapple, press m(®) 


tyle: When opp it is on the ground, stand near his feet and tap <(@) 


jrab your opponent in a rear grapple and tap @=3 >(@). 


‘FRACTURE 
, grab your opponent in a front grapple and tap @=3 >(© >). 


Omar Peebles 


Baltimore, Maryland 
American 
35 
6'3" 
290 Ibs 
Club Manager 


COMBOS 
it and tap X+™(@+@®). Grab opponent in a soft grapple and tap X(@). 
r opponent's head and tap <(@) to perform a head submission. 


mack « i mbo strike by tapping X+™(@+©). From in close, hit opponent with a soft 
m(©). Grab « ahard grapple and press X+4(@+X). 


grapple and tap 4+X(X+@). Grab opponent in a soft rear grapple and press @(@). 
ear opponent's feet and tap ™(@) to perform a leg submission. 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 
1. Left For Dead: When opponent is on the ground, tap X(@) while standing near opponent's head 


2. Chicken Toss: From a strong rear grapple, press X(@) 


3. Wettin' Mattresses: From a weak front grapple, tap 4+ X(¢+©®) 


SPECIAL MOVES 
REAR SPECIAL: BOUNCED OUT 
When your Blazin’ meter is activated, grab your opponent in a rear grapple and tap &=3 >(@),. 


FRONT SPECIAL: VIP TREATMENT 
When your Blazin’ meter is activated, grab your opponent in a front grapple and tap 9 >(© >). 


-MAGASMES.COM 


o Tir, 


2 


VENER N 


POCKETS 


3 
7 
e Sharif Hayek 
. Brooklyn, New York 
¥ Lebanese 
24 
5111" 
145 lbs 
Bodyguard 
HW TO BEAT HIM COMBOS 
Rs: Smack opponent with a hard 
Pockets is a quick fighter. He has very little 2 + i (+@®). Grab opponent in a soft 
power and poor grappling skills, so he'll keep his d tap 4+ X(+@). When opponent falls to the 
distance and try quick attacks. To counter this, get id ni ponent's head and tap X(@) to perform 
in close and tie him up with grapples. Once he's ubm 
on the run, take him down with submissions. His rab opponent in a hard grapple and 
small body makes him an easy target for (®). ward opponent and press @(®) to 
submission moves. a running ground strike. Press @(®) again to 


Hit your opponent from a distance with 
ing @(@). Grab opponent in a hard 
+€ or 8+9(@+< or @©+5). When 
t, stand near opponent's feet and 
‘orm a leg submission. 


wT 


| POWER: 


DEFENSE: 
SPEED: STAMINA: 
GRAPPLING: CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 


ce 


HOW TO GEST HIM 


Snowman is a very technical fighter. He has 
strong grappling skills and a good defense, and 
he can hit with decent power. There are two 
strategies for beating Snowman. The first is to 
work his head with punches and head submis- 
sions. The second strategy is to build your 
momentum faster than he does. This should be 
easy, because Snowman isn't a crowd favorite. 
Mix up your attacks to successfully use this 
second strategy. 


6'3" 
248 lbs 


Sean Scott 


Philadelphia, Pennsylvania 


American 


Bodyguard 


COMBOS 


opponent in a hard grapple and press 
nt falls to the ground, tap ™(@®) to 
ab opponent in a hard grapple and press 


b opponent in soft grapple and tap 


Dpponent is on the ground, tap X(@) when near 
jpponent in a leg submission. 


mack opponent with a combo strike by 
Run toward opponent and tap X+ ™(®+@©). 
ear grapple and tap <(@). 


= wr - ' 
ATTRICGVUTES 

POWER: 5 DEFENSE: 

SPEED: > STAMINA: 

GRAPPLING: » CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES SND CAN BE FURTHER DEVELOPED. 


FAVORITE MOVES 
rom a apple, press X(@) 
apple, press t+ ™(#+@®) 


From a strong ear grapple, press X(@) 


SPECIAL MOVES 


4 
y , | SAS 
oe Miami, Florida 
“ 4 Peruvian 
| 5'4" 
7 
a _ 114 Ibs 


Exotic Dancer 


‘ | Bust: 36DD 


Waist: 24 


Hips: 34 
a 
STTRIGVUTES 
| POWER: DEFENSE: 
SPEED: STAMINA: 
GRAPPLING: 


CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


COMBOS 


mbo strike by tapping X+™(@+@®). Run toward opponent and tap 
tap ™(©) to perform a ground strike. 


in onent and hit opponent with back to back soft strikes by pressing 
8). Grab opponent in a soft grapple and tap #+X(?+@) 


na head submission. 


hard grapple and tap X(@). When opponent is on the ground, tap X(®) 


FAVORITE MOVES 
1. Gritty Slap: Tap 9+ @(2+®) 


2. Alley Cat: From a weak front grapple, tap >+X(2+@) 


3. Goin' Down: From a strong front grapple, press &+X(¢+@) 


SPECIAL MOVES 


REAR SPECIAL: 2 HOT 2 HANDLE 
When your Blazin’ meter is activated, grab your opponent in a rear grapple and tap @3 (©). 


FRONT SPECIAL: RED LIGHT SPECIAL 
When your Blazin’ meter is activated, grab your opponent in a front grapple and tap 9 >(©). 


SSGAMES.COM 


Ee 


Las Vegas, Nevada 
American 

5'8" 

110 Ibs 

Blackjack Dealer 


Bust: 36C 
Waist: 24 
Hips: 32 


Le 


STTRIGVUTES 


SPEED: 


GRAPPLING: 


DEFENSE: 
STAMINA: 
CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES SND CAN BE FURTHER DEVELOPED. 


COMBOS 


om a dist I onent with a soft strike by tapping >+(2+©). Grab opponent in a light Irish Whip 


ward you. When opponent falls to the mat, stand near opponent's head to 


p X(@). While opponent is on the ground, perform a ground strike by tapping 
leg to grab opponent in a leg submission. 


grapple and press 4+ @(%+©®). When your opponent falls to the mat, climb to 
our opponent. 


FAVORITE MOVES 
1. Stealin' Home: Tap @(%) to run at opponent, then tap X+™(@+@®) 


2. Cement Hands: From a weak front grapple, tap X(@) 


3. Foot Skills: From a distance, tap >+™(= 


SPECIAL MOVES 


REAR SPECIAL: DEJA VU 
When your Blazin’ meter is activated, grab your opponent in a rear grapple and tap @39 (©). 


FRONT SPECIAL: LAP DANCE 
When your Blazin’ meter is activated, grab your opponent in a front grapple and tap @9 (©). 


-PRIMAGAMES.COM 


SAD 
Queens, New York 
American 
5'3" 
107 Ibs 
Beautician 
Bust: 34C 
Waist: 24 
Hips: 36 
og 
[AT rR=cuTeS| 
Ee DEFENSE: 
SPEED: STAMINA: 
GRAPPLING: CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES SND CAN BE FURTHER DEVELOPED. 


COMBOS 


d strike by pressing >+(2+©). Grab opponent in a soft grapple and tap 
)) while standing near opponent's head to perform a head submission. 


and tap >+X(+@). Grab opponent in a hard rear grapple and press (©). 
1 ground strike by tapping = (©). 


ir Opponent and tap ++ X+™(>+@+©). Grab opponent in a hard grapple and 


FAVORITE MOVES 
edie: Press 


SPECIAL MOVES 


Se ee ae i, hays yeaa 


BPEL 


om Or 


VENETO 


SAS | 
Vancouver, British Columbia 
Canadian 
5'6" 
112 Ibs 
Exotic Dancer 
Bust: 36C 
Waist: 22 
Hips: 34 
ig 
eS DEFENSE: 
SPEED: STAMINA: 
GRAPPLING: CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


COMBOS 


tap &(®). When opponent falls to the ground, tap (©) to perform a ground 
r grapple and press & (©). 


PI h Whip grapple and press @(@) as opponent runs toward you. Grab 
yple and pre )). When opponent falls back to the mat, stand near opponent's head and 


FAVORITE MOVES 
1. Foreplay: Tap 9+ @(2+®) 
2. Capoeria Style: Tap X+™(@+®) 


3. Psycho Dub: When opponent is in corner turnbuckle, tap <(@) 


SPECIAL MOVES 


REAR SPECIAL: DUMPED 
When your Blazin’ meter is activated, grab your opponent in a rear grapple and tap @3 (©). 


FRONT SPECIAL: BUTTERFLY TWIST 
When your Blazin’ meter is activated, grab your opponent in a front grapple and tap 9 >(©). 


-MAGASMES.COM 


4 4 ~- 
ry Detroit, Michigan 


an American 
é, ~\ 5'4" 


. 
tS 105 Ibs 
Mechanic 


iy Bust: 32B 
ff Waist: 24 
ded Hips: 32 
ss « # 
: 
Ee DEFENSE: 
SPEED: STAMINA: 
GRAPPLING: CHARISMA: 


FIGHTER ATTRIBUTES SHOWN ARE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


COMBOS 


a close soft strike by tapping >+™(2+©). Grab opponent in a soft grapple and 
mat, stand near opponent's head and tap X(@) to grab opponent in a head 


and tap >+X(2+@). While opponent is on the ground, perform a ground strike 
pponent's leg to grab opponent in a leg submission. 


pponent in a hard grapple and press #(®). When opponent falls to the mat, climb to the top rope and 


FAVORITE MOVES 


ie! 


TASS GCS AIS ANS Swe WMA NE a eS a ee a 


DEF JAM ARTISTS 


GAPons 
Pa. Re eaS 


COMBOS 


5 i stance, tap >+™(+©) to hit opponent with a soft 
pponent with a hard strike. Grab opponent ina 
i X+9(@+¢ or @+>). 


ard opponent and tap }+™(@+@©). Grab opponent 
| +€ or 8+9(©+< or ©+>). 


FAVORITE MOVES : nent in a soft grapple and tap #@+4(@+*). 


love Blitz: From a strong by pressing X++ (@+). When opponent is on 


r opponent's head to grab opponent in a head 


y* 


4STTRICGVUTES 


zh ' i \ tb 
POWER: S DEFENSE: 

SPEED: STAMINA: <= 

GRAPPLING: 5 CHARISMA: 


FIGHTER ATTRIBUTES SHOWN ARE THETR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


COMBOS 


>, tap + (+©) to hit opponent with a soft strike. Press ++ ™@(+©) to hit opponent 
hard grapple and press X+€ or X+(@+¢ or @+=),. 


ponent and tap }+™(@+@). Grab opponent in a hard grapple and press H+€ or 


in a soft grapple and tap &#+4(@+). Grab opponent in a hard grapple by pressing X+S 
, tap X(@) when near opponent's head to grab opponent in a head submission. 


SPECIAL MOVES 


grab your opponent in a rear grapple and tap @29 >(©>). 


ab your opponent in a front grapple and tap @=3 >(©). 


FAVORITE MOVES 


en 


rom a weak rear 


(®) 


nthem: From a strong 
ress X(@) 


FEATURED TRACK 


na Give It To Ya” 


i 

, f 
wi ; 

= bs 

4STTRICGVUTES 

POWER: ; DEFENSE: 

SPEED: STAMINA: 

GRAPPLING: CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


COMBOS 


t rear grapple and tap (©). While opponent is on the ground, perform a ground 
near opponent's head to grab opponent in a ground submission. 


o hit opponent with a combo strike. Hit opponent with a hard strike by pressing 


ple and press ¥+@(2+©). 


>+X+H(5+@+@®). When opponent falls to the mat, tap &(®) to perform a 
ent's feet to grab opponent in a leg submission. 


SPECIAL MOVES 


VIeseAasvee sw 
ae 


TESTS VESISSSSASTSSS PTS SSE SN SSE See wht 
et ~~ Miia a ie a 


DSSS ssw SSIs Sessa sve ae ee ae 
q 
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VENDET YN 


FUNKMASTER 


FLEX 


FAVORITE MOVES 
breaker: When 


nk: Press &(@) 


, j 


POWER: j DEFENSE: 
SPEED: J STAMINA: . 
GRAPPLING: : CHARISMA: : | 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES SND CAN BE FURTHER DEVELOPED. 


COMBOS 


opponent with a hard strike. Smack opponent with a close soft strike by tapping 
and tap <(@). 


mnent is in the corner turnbuckle, tap X(@) to perform a soft corner grapple. Tap &(©) 
Chim with a ground strike, then tap X+™(@+@) to hit opponent with a combo strike. 


Grab opp r Irish Whip grapple, and as opponent runs toward you, press X (®). Press #(®) to hit 
1 pponent in a soft grapple and press @(©). 


SPECIAL MOVES 


| WEXGHT AROUND 
jrab your opponent in a front grapple and tap @=3 >(©). 


e Tir, 
) ,. 


VENDENINO 


CHAOS TBC 


pea bys. 


FAVORITE MOVES 


id Bagged: From a 
pple, press X(@) 


em Hurricane: From a strong 
e, press X(®) 


: From a strong front 
%+X(%+@) 


FEATURED TRACK 


y* 


ASTTRICGVUTES 


POWER: DEFENSE: 
SPEED: STAMINA: 
GRAPPLING: = CHARISMA: 


FIGHTER ATTRIBUTES SHOWN ARE THEER BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


COMBOS 


ig up, hold alee and tap (©) to strike opponent. Run toward opponent and tap 


t, tap : to oo a veers * strike. 


SPECIAL MOVES 


SEEN wrewsweoeSEEEEE ‘ WiEw werwewE See . : ial ; 
" | — 4 . . ar eh | 
acai B “eg tl ‘ all snmovsandy 
pe 
nt ; 


me ees) rps ii 
REL, Fe | 


"i These 7 el 
Lie : a Dye 


oo Tir, 
£ 


VENETO 


VYos 


(SUDDEN 


FAVORITE MOVES 


Slam: From a strong 
tap ¥+m(¢+©) 


rom a strong front 
+(+@) 


y: While opponent is 
uckle, press X(@) 


FEATURED TRACK 


STTRICGVUTES 


| POWER: DEFENSE: 
SPEED: 3 STAMINA: 
GRAPPLING: ; CHARISMA: 


FIGHTER ATTRIBUTES SHOWN ARE THETR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


COMBOS 
fo perform a soft strike. Grab opponent in a hard rear grapple and press X(@). 
soft grapple and tap X(@). While opponent is on the ground, tap X(@) when near 
pmission hold. 
ith a combo strike by tapping X+™(@+©). Run toward opponent and tap 
Nn oppor . mat, tap X(@) while near opponent's feet to perform a leg submission hold. 
SPECIAL MOVES 


PWS ANTS IAS aoe 


ao Tir, 
. 


VENETO 


Read 


MURRBY, 


€ 
IN 
E. 
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FAVORITE MOVES 


2: From a strong rear 


x(®) 


kflip: While Blazin’, 
p rope by holding 


ATTRIBUTES 


POWER: “ DEFENSE: 
SPEED: : STAMINA: 
GRAPPLING: CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


COMBOS 


a soft grapple and tap 4+ ™(#+©). Climb to the top rope and jump off to pounce 


it and tap >+(+©). Grab opponent in a hard grapple and press 4+ X(0+@). 
opponent's feet and tap X(®) to perform a leg submission. 
yse to opponent and hit him with a soft strike by tapping ™(@). Grab opponent ina 
opponent falls to the mat, stand near opponent's feet and press X(@) to perform a 


sigh Ui ms 
v a ey jigs « 


7) oe Ii me MI i 


antl” 
1E& 


cC Tir, 


VENDET IN 
LUDAGRIS 
x Feias 
» PY 


FAVORITE MOVES 


kdown: From a strong 
ap >+@(5+@) 


: From a weak front 


: Climb to the top rope 
toward turnbuckle 
nbuckle). 


a 


a 4 
ATTRIBUTES FA 


POWER: DEFENSE: 
SPEED: STAMINA: i 
GRAPPLING: : CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES SND CAN BE FURTHER DEVELOPED. 


COMBOS 


ponent in a hard grapple and press @+€ or B+ (©+< or ©+=). When oppo- 
pponent's head to perform a head submission. 


SPECIAL MOVES 


METHOD 


MAN 


FAVORITE MOVES COMBOS 


‘ack: From a strong 


k opponent with a close soft strike by tapping ™(©). 
le, press f+ @(7+@®) 


ith a hard strike, then grab opponent in a light grapple 


nent in a hard grapple and press ¥+@(+®). While 
form a ground strike by tapping ™(@), then tap 
ng combo strike. 


jistance, tap + (+©) to perform a soft strike. 
ent with a hard strike. Grab opponent in a hard grap- 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


SPECIAL MOVES 


N.O.R.E 


(i 
\ _ 


FAVORITE MOVES 
ey Punch: Tap >+ @(2+©) 


While opponent runs 
, press X(®) 


ip: From a strong front 
Ss ¥+X B(b+©) 


FEATURED TRACK 


(i 


4ATTRICGVUTES 


POWER: DEFENSE: 
SPEED: : STAMINA: 
GRAPPLING: , CHARISMA: 


I 
FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


COMBOS 
re ppl and press X(@) when your opponent runs toward you. 
(8) and tap ™(@) to strike opponent. Run toward opponent and tap &(®). When 
1 standing near opponent's feet to perform leg submission. 
SPECIAL MOVES 


PSSSSISTSSVCSSSSASSSSSN PC SSSI TS SVSSSeasssesy ICS ssT Ss ses essa sesees 


BOCES SS SSW Se SVS SSe ASS SH 
= 


FAVORITE MOVES 


Climb to the top rope 
toward turnbuckle. 


From a strong front 


x(®) 


FEATURED TRACK 


| 


STTRICGVUTES 


POWER: <= DEFENsE: 
SPEED: STAMINA: 
GRAPPLING: ; CHARISMA: 


FIGHTER ATTRIBUTES SHOWN ARE THEER BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


COMBOS 


+ #(=+©) to hit opponent with a soft strike. Grab opponent in a soft grapple and tap 
the mat, tap (©) to perform a ground strike. 


getting up, hold (2)((2)) and tap #(@®). Press #(©®) to hit opponent with a hard strike, then 
and press *+™(%+@). 


>+@®) to smack opponent with a hard strike. Hit opponent into the corner turnbuckle, 
ple by pressing X(@). When opponent falls to the mat, tap <(@) while near oppo- 


Re 1 Pr er awe om 


= i i 


ao Tir, 
y. 


VENER IN 


SECAREBCE 


FAVORITE MOVES 


| Blood: From a strong front 
$+X(+@) 


m a strong front 
>+m(5+©) 


od: While standing at 
ay from opponent, 


FEATURED TRACK 


3 


POWER: DEFENSE: 
SPEED: : STAMINA: 
GRAPPLING: CHARISMA: 


FIGHTER ATTRIBUTES SHOWN SRE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


COMBOS 


ent with a close soft strike by tapping >+™(2+@). Grab opponent in a hard rear 
falls to the mat, tap X(@) when near opponent's head to perform a head submission. 


3)) to smack opponent with a hard strike. Grab opponent in a hard grapple and 
| opponent falls to the mat, tap X(@) when near opponent's head to perform a head 


nt and tap X+™(@+@®). When opponent falls to the mat, tap X(@) when near 


SPECIAL MOVES 


From a weak front 


(®) 


FEATURED TRACK 


by WC featuring Snoop 
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4STTRICGVUTES 


POWER: J DEFENSE: 
SPEED: STAMINA: 
GRAPPLING: : CHARISMA: 


FIGHTER ATTRIBUTES SHOWN ARE THEIR BASE ATTRIBUTES AND CAN BE FURTHER DEVELOPED. 


COMBOS 


nent with a hard strike by pressing >+™@(+@®). Grab opponent in a hard front 
‘falls to the mat, stand near opponent's head and tap X(@) to perform a head 


8 rd opponent and tap 9+ X+™(}+@+©). Grab opponent in a hard grapple and press 
hen oppon ) the mat, stand near opponent's feet and tap U(@) to perform leg submission hold. 


SPECIAL MOVES 
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>RIMA’S = OF. SISAL STRATEGY 


AROUND- -THE- "WAY GIRLS 


As you play through Story mode, girls not only flirt with you, they fight over you! The more matches you win, the more girls want to be at your 
side. A few different scenarios can occur once you're approached by a girl. 


If you decide that you have had enough of your current lady and are interested in the new fly 
honey, you must win the match using the new honey in order to pull her by your side. 
You win over the new honey and unlock her gallery, with 25 percent of the pictures unlocked. The previous honey is kicked to the curb. 


If you do battle with a new love interest but lose the match, the new girl splits and you're left 
with the ol’ gal. However, she’s not very happy with your foolin’ around. 
No new pictures unlocked. 


If you wish to remain loyal and win a match with your current sidekick, you'll chase away the 
new girl and bring joy and happiness to your girlfriend. 
: Seventy-five percent of the pictures within your current girlfriend's gallery are unlocked. 


If you prefer to stay with your current girlfriend but lose the match, you're hurting in two 
ways. One: Your old girl lost the match, and two: the new girl blows you off because she knows you weren't interested in her. Your current girl- 
friend is left beaten and embarrassed. 

No new pictures unlocked. 


n be purchased using the money earned through winning matches. Keep in mind that 
gallery cannot be bought, and can only be unlocked through Story mode. But enough 
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EXCLUSIVE INTERVIEW WITH 
DEF JaM ARTIST METHOD MAN 


i) 
E 


e player? What are some of your favorite 
all time? 
orite games are GTA Vice City, Splinter 
iors 3. 


setup do you have (what systems, how big 
peakers?) 


system: | have all 3 consoles. Also play on my 


yame systems hooked up in your car? What 
ms? What games are the most fun to play 

a driving game while driving? 
é is driving | like to play the games | 


for their men in Vendetta. When was the last 
a fight over you? Is this a common backstage 
unniest thing any woman did to meet you? 

. The funniest thing a girl did to try to get at me 
nds to get at me. By then I didn't want her. 

a $10,000 ring to show me how much she 


ourself in a game, who's better looking, you or 
4, ? 


eo game character can do that you can't? 
s kicked and still be able to get up. 


he mood to fight? 


you're listening to these days. What do you like 


stuff], and the Vendetta mixtape. | like the 
1 all the music. 


world of rap evolving in the next ten years? 


Ww | be televised on the Grammys. 


king forward to fighting in the game? 
one | haven't beat yet. 


nes? What kinds of things do you bet? If money, 
st bet you ever made on a video game? 
y. The biggest one was with Kevin Liles 

for $1500. I won. 


es in the game are based off real wrestling 
f wrestling? Who's your favorite wrestler in 
appen if you fought him for real? What 
video game characters could battle in the Def 


restling fan, so | have a lot of favorites. My top 
because he's an all around entertainer, Stone 
ar for their different moves. 


here would be a whole lot of hurt feelings 

can't really fight in real life. If my character 
ame, there would be a whole lot of ass 

t be me getting my ass whooped. 


y as your character over the other 
game? Will you be the champ or just 


) because when EA was making the game | made 
s knew exactly how | wanted my character to be. 
nes ear almost every day. So they made it the 

st and fastest character in the game. 


